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THE STORY 

During Ihe time of Ihe pharaohs. the city ? Karnak was a shining 
example ol a civilization that all other nations co Jd only hope to 
emulate. Toaay Karnak lives on, surrounde: Dy Ihe spirits ot the past, 
however something has gone terribly wion^ 

Unknown forces have seized the city and great turmoil is spreading 
into neighboring lands. World leaders from ail parts of the globe 
have sent forces into the Karnak Valley, bu none have returned. The 
great power of this new empire is quickly crushing the best the 
human world has to offer. 

The only known information about the crisis came from a Karnak vil- 
lager, found wandering through the desert miles from his home, 
dazed, dehydrated and close to death. In Bis tinal moments among 
the living, the villager told horrifying stones of fierce alien creatures 
that invaded the city, devoured the women and children, and made 
slaves of the men. Many of the unfortunate victims were skinned 
alive or brutally dismembered. Others were subjected to unbearable 
tortures, injecfed with strange substances and then mummified while 



still alive. According to the villager, even the mummified body ot the 
great King Ramses was unearthed and taken away. 

You have been chosen from a group ot the best operatives in the 
world to infiltrate Karnak and destroy the threatening forces, but as 
your helicopter nears the Karnak Valley, it is shot down. You barely 
escape with your life. 

With no possible contact to the outside world, you begin your adven- 
ture, ready to accomplish your mission... praying to return alive... 



STARTING UP 

1. Set up i»f Sec? Saturn sviten as rjtscrfcerj h la rs:ruclcr -tianj.il 
Plug in Control Pan 1 

2. Place the Poiwfctovt cisi: laoel siOtf ub. >n The vfiB o' th* CD tray 3M flf-se 1h* fid 

3. TUtn oh tie ""V »r ireritof arc the Sn>i Saturn Tio Sega &lun logo will appw on 
me serf ei (if noihing appsirs turn tto svslem ol arc nake s J'6 It is Ml ut> correct? 
before tu'ning I: oil again.) 

4. II you Vflsh la stop a gam? in piegrea oi ins gaite ends, press :he *esel Button on 
ttie Sega Satirr console to 4 sSay Ine rrscreen Contrcl Panel. 

inoortf nl Yoj- Sega Salter CD contains a security code trut a) ote tin cist: to M read 
Be Sure to keep tW dsc dean and harxVa it careful y l your Sega Sat ji n system Has 
trouble roadlng the d«:. rerWrt the *« and v.ipf I carefully, starling ftort the center oi 
the dis(. >ind ftipint) straight out tcwarc the edge 

Note If your joynail or joysfK* ts efluicwd Attn rfipid-fire o* slow-moti-li options, you 
may nee4l 13 disacft them o< Pcwslavo *.ili not c.tf k properly 




TAKE CONTROL 

■ Press UP lomo*etilrw4rfl 

■ Press DOWJ to move Parkwiids 

- Press LEFTtO Umlelt 

- Press RIGM1 tcuum nghi 

Button A 

■ Attack'* ire wupw 

• When using the Aniun Bomb: Ihe longer yf* hold flown A. Hie fanhe* your thro* will qo. 

• When using the Matiade. Ihe taw y*u Irtld dottn A. the rwe bofter yoj build up. 

Button 8 
-Jump 

- Whin Vou press ana hod 8. you will descend slowly (need Shawii o' levrtxa (need Feather). 

Burton C 

- Open Uoor&WiVal? switches 

- Hold do*n C and presf LEFT/RlGHT on th» D-Pad to zoom (n.-out «i the rrap screen 

Button '< 

- Look go/down, 'e-ceniw Vhw 

- To look up/Man. H0I0 itom X and pf fss ij>/00WH on the D-Pad 

- To re-tenter yoi'f view press jnd reiepse '< 



V 

■ Wtapfln tootle 'eft 

Button I 

■ Wear>* tog*) 1 * right 

Shltl Button t 

• Stwlc let 

Shirt Button It 
Strafe right 

Siart 

• Paus* gamp'&W up subscreer* 



UNDERWATER CONTROLS 

Q-Fad 

- Piess UP re move cow 

- Piess DOWN Ic mens up 
• Piess LEFIIolurnlBtl 
-Piess RIGHT lo hitnrigii 

Button B 

- Piess or twIJ Ic swim,-pjiWle 



Shift r Button X Button Y 
/ / / 



D-Pad 




SUrt SullQn A Button 8 






ACQUIRING ITEMS 

T:j pi:k jp an object, simply walk over It II voj don't aJ-eady Ma I (such as a nee. 
weaiwn or artifact) you'll Pick tl up H it's soireailng yoj dorn used, you won": be aaie lo 
pick 1 14) Many terns are slasied * vases, pots aid Ndder nooks arc crannies Shoot 
eveiytriing am Icok everywhere! 

Opening Doors & Activating Switches 

in your explorations, yoj Ml come across many das's aid 
$Arct , »m theKarukVaisy Mosl doors can be oaenedsirrply 
oy standing n tront Of rt and ptessiig Button C Ths same goes 
lor suiter**. There will be sane doors you encounter that are 
cefcec. and require a key lo open. Tiese- 

porUB are dstmcurshed try one V lour symbols i Power rime. Wai 

and Eanx and 4 you have not kcaleo me conespond ng key then 

v:i pfDomsn ICOrlHlOl RfNCMV ''- , OftM bctad loon 

rray need a svrtcn thrown, enemy Delated or tney migM e.w te 

the Other side of i one-way door. 

Swimming 

Certain sections ol the Kama* valley are Hooded wOh water, so 
there wi'i be limes wien you mjsi go lor a swim While under- 
water most ol your controls are the same. except your UP and 
DOWN and reversed, as it yto were (tying an airplane Vou will 
drown QUKBy wilhoul the ant ol the Sobek Mask, so avoid 

swimming rtiinout it You can refill your lungs by surtacng {rf possible*, but you won't 

always be able to do this - the Sobek Mask is necessary to traverse certain waterways. 

Wnen using the Mask, keep ar eye on the air meter at Ifie loo rVfn ol your screen. 

Saving Your Progress 

Your journey will be a most dangerous one. indeed And there 
will be times when your mortal bocy can no longer sustain lite - 
but tsar not. lor the spirit ol Ramses is watching over you. 
Whenever you react- a camel (and answer "yes" to (ravel to a 
new local wi). your jarne will be saved tie has also placed small 

cons n the form ol golden pyamlds throughout the farnak 

Valley lhal will mark your progress, usually ir a level where an 

artifact ts lound Should you perish Ramses will revive you In 

the Usi ita you were exploring 







THE SUB-SCREEN 

Ritft In stt categories on youi sutt-sci3<r. along «v n a disoi*; AlfldOW » *ew lliusira- 

ti:rts ana a text willow II" k jives you ntessatjes aid oihe- Important t la-nation. 

Map ' M iispfcy a ndow v.ill show rl your auto-nap *eat jre is active or nol m ifie An 
ur tolled map Irdictles tie amo-map s :i a- j a rolled -in nap rrea-s you -Jonl need no 
stinkn' map! To «om in ct out cl tne map. hod Button C aid press telt 01 'ight on tie D-Pafl 

Aisenti- The neapors curantly n your possession are slowi tiers along with any petti* 
rtem intomiatw thai vrtH aaaeai in the text bw aetow 

Artifacts - Vol wll need lo celled six sacttd refes in order to ccmo^e yx-tr mission. An 
illyslraiion and cescnpllon iclls y*i all aQajt each one here. 

Transmitter - "ns piece ol hi-tech ccmrro gear has jn'ortunateiy gone :o pieces Colled 
a I eight icons and you will receiva Ihe besl ending Ids game has to cfer. Ah/tning 
tess. welt, pist try to llnd tnem all 

(tot Game - had enough? "00 Wed' Keen a &q Quia? You can lea 1 .* you- game Irom here. 

Keys- The lour keys {Pc*sr. Time Wat, EartM are d sa'ayed ne'e When yoj find one. 
ttie corresponding slot MH ae tilec rj;i goW representation 0* the «y 



M 





THE OVERWORLD MAP 

('on Hi be able lo t'ack your progress throughout trw Kartuk vilfe* -.vilri mis mao II 
shows eacf oiace you have wsilcfl. and Wis you know where you tan and cannol go T*w 
golden a-rows ihat ate active Indicates a path you mav 'olla.v Tie mastivc arrows leHs 
vou ili?.l vou need to go ttiere al some point m :ime. Cut rot |usl yet. 

YOUR ARSENAL 

Vour business is war. and (justness is good vou can kill bars- 
funded. Wlidfoldea and wRh one arm ttec behind your back - 
out mere * no substitute fw a irusiy tiearm for day-today 
use Only one problem here - all of yours have been lost, so 
you'll need lo be on trie lookout to* repla:emems You sMl 
have your trusty machete. but lind somelhing thai shoots - an*) (md 1 last! 

1 « Mactom - Sfarp Reliable Never runs out ol ammo! II it MSnl strapped to your leg 
■.*nen you baled out ot the chopper, you'd be tn a world of tort, my friend. Works inder- 
.««» to boot 1 

2 • Pistol - Packs a good punch. Your basic ranged weawa much belter man going Into 
hand-totand combat. A lad stow on the rate ol tire, but who's complaining? 

3 * M-60 Machw Gun - Your standard mtonlry support weapon With a range ol well over 
1 ,000 meters and a 550 rounds pet minute rate ot fire ihe "strty" a an Ideal everyday 
weapon. Remember lo watch your ammo • lire in ax lo nine round b jrsts tor max eflect. 

•1 ■ A/mm Bomb - Ancient Egyptian hand grenade Press and hold Button A then release 
when ready lo throw The longer you hold down Button A. Ihe a/eater dsiance your bomb 
M\ travel. Oh, and don'l worry, you can't btow yourself up by holding onto a bomb loo 
long - bul you can If you're careless m youi aim' 



l 



YOUR ARSENAL (continued) 

5 » ftsmn 'fro**' - PstkI tcr rninwy roasting. A great close- rjuartsrs tool. bLt be extra 

car* in! noi lo bum yourself. Arc valcfi the fiel level - il goes too qu « I you're rci careful 

6 -- Cobra Statt - A greal long-ran;)* weapon thai will cestroy ires: enemes v.ith one til 

7 - Ring o' ft? ■ This sasec • rj is ttis ore of Hie mightiest weapons yw. will find. An 
artifact ol i>:refliMe co^sr, yoj can is? ii :o spew deadly orbs of mcllsn lie upon those 
wfto dare oaoost you. 

8 * Manatie - Tie Utniu'c hsliumenl o/ unbridled destruction, ths garlet sjmmcms 
the v.T3ih cl the pods down upon you enemies. 

AMMO 

Except lor the machele. yow weapons require ammunition loi optima "unciionality. In 
other woids. il yet i ji out o' roj>is. yct'd better runt Look lo* ammo refills - they are 
transparent Dras nth a trie earner ftoalirig around here and there. Trey are often con- 
cealed n vases and jars Defeateo entmis sometimes leave ihem loo. See OTHER ITEMS 
below loi avfd ton* inlorrr aitoi 

ARTIFACTS 

Sandals ol Uumptet - Your momma may have worn combat 
boots, but she woUd Have much ratnei irtfri these little 
beauties! Pw sandals will increase your |j"npmg strength, 
alhkvrg you lo 'each ledges that were previously too high 
or too fa*. 

Sobek Mast - This powerful tool will allow the wearer to breathe jiderwater for extended 
periods of time. You car now explore the deepest depths ana lonjesi water-filled corn- 
dors thai would clfierwse have meant a quck trio ic the pcartv gales 

Sh**totls:$ - Isis crafted tus garme* from ihe feathers ol eagles and t«und ihem togeth- 
er vrth spider's si k The wearer of the shawi can now float safety down from arty height 
And there are plenty ol places in Karnak where you v.il need Ihs lo complete your quest. 

PiojectKB Anitoni - The geds of ancient Egypt have slessftJ inese shackes of a courageous 
slave lo withstand Ihe harsh environment ol the poisonous swamps, as well as anowwg for 
partial protection from ihe seating heat ol the many lava fields you w*l come across 

Kimai Scepter - You will need fills "key" lo pass [trough me force '*Ws lhat the Kilmaaf 







tia« generated throughout the city. 11 you are r posseisloi ol ite sector any (on* ficM 
vou approach wi deactivate, a lowing you to axess lo areas tcirwly g# imts to yoj 

HoiusFeatitei - Horus has plucked one ol his o*n hawk IkItws to aid yet m hJttllng 
vciif destiny. The fealriM allows you lo levitate so wx. can teach place; lial 'were even 
ouiolreacriol'.he sandals. 

OTHER ITEMS 

Keys- Many doors in Kama* bear one of four symbols- Power Tins. Wa'. Earth - 
Collecting lite toys will allow you passage Ihrough these pcrtals. The keys are not trana- 
Do-oble between levels 

rfte fonswR*/ - if you are fwough (luck helps tooh m voir otploiatians. you arc 
bound to come across an icon thai represents part tf a portable satsiute tmsmitter 
Listen lor a Ian: beeping when you are In a level - chances a*e you can Ira a piece 
somewhere in the vicinity if vou are incredibly lucky and nana-a* lo somehow collect all 
eiQhl. you will be treated lo the best possible ending DM pane h»s to offer -ess than 
eight? I'd rather not IhlnB about it too much... 

We Vessels • Appears as a red & gold ankh Collect one of these And you have basically 
doubled your Hie e*peciancy' A lull life vessel will completely (e*iii your We meter should 
i; run dry The more life vessels in your inventory, itie loree' you sha I live! 

Health Rem • Transparent orbs with a crimson eerier One Health Ball restores 5% Of 
your Irle. arc one Healtn Orb will give you back 20V Be on tr« lookout lor the Full Hearth 
symbol - this powerful icon completely fills all life vessels and your life meter! 

Ammo MA's ■ Same idea as the Health Refills - the Ammo Bail Is good lor 5^> ammo 
refll for the weapon in hand , and the Ammo Orb if good for a 20*. rejuvenation. Full 
Ammo icons completely refill at weapons cutrenlly In your Inventory. 

Weapon Pow$rUp • Grab this purple globe and unleash rjuadrupte firepower! 

tnvtsibtov • This green orb will render you inv.sole to an enemies 'or a I ruled period of Mne. 

Ait-Seeing Eyv • This will 'Uvea! aknost the entire map of the level you are currently exploring. 

Save P^aimtf - Touch this and save your progress Vour life is totally replenished and 
ammo is completely refdied Very helpful 

Ttn Camel- Not really an item, but touch It and you are transported back outside to Hw 
overworid map 



THE DENIZENS OF THE KARNAK VALLEY 

The Karnak 'Allsy nos own OMrrjn by *n assortmen: cl loainsorre creatures slraghl 
1*0"" your worst Egyrrttan nlgNTura To maka nutters worse, some of liK'm have bewii 
a Wet ami sutiarHd ty Ki maa! gens'"*, Mjgiieemig - on and don't 'Greet a»jt the 
Ki ma-t liiemselws - flBlmtfly the nast«l bunch ol bug-eyed, cmtmaui-skirmed :a«t- 
loi'ig aliens trts side cl Uranus. Kceo your guard up al all limes 

Te'taimaa - These list-rrcvng.rachnids aiH ijlchonloycur ler^andniunernipaittf 
yoi let Ihem ce: loo doss Sack ofl qutcUy an) blast them wilti a ranged AKpon. 

uVm Prrfiflnfl - Tiese sxl> Torrots ate qu ck and deadly. They musl M avoided, hacked 
lip with the machste. tiasxd with Arrun anmbs 01 disintegrated with lie Cobra Suit 

Ar.u&s Ztwitoe - I?M n ghty Arubrs. Gjardian of Ihe Dead. The bodies of those warriors 
whe wen! beto-e you have 3«n arimatec ay tnc Kilmaats n the 'ikeness Dl Angbts. Tney 
hunt you down reiflTJessl/. thrj.vrc 0* rnagical bolls ot blue energy or raking you with 
s-13'p claws il ycu ik then gel las close 

HnvA - Kaftks are often fcun-j circling aaoal Karnak. swooping down arc raking iheir 
prey with fierce ulons. They hint humans 3S -.veil as animals, so be wary ot 'Jtese leath- 
e'eci warriors 

Ownwasp - These buzzing rastics Hit aooul and delrver a nasty sting They are wry nard 
to target, so use caution vihan lighting them. 

Mommy • Fairly slow moving but can flue out some serious damage Tney use an 
enchanled staff to fire powerful energy serpents al you. 

Ba«ei - This is one fierce and wiry lioness. Sie Is extremely last, has razor-sharp claws 
and can teleport at wl« - a lethal mix ol skills in anyone's book. 

Msgmantis - *ho lava-d\rtl|-ng denizen rises up to unleash high-speed Ire balls at 
unlucky individuals Move quick, keep your distance and take advantage d whatever cover 

you can f mo. 

Kiimaai Sentry ■ Bugs I hate bugs EsceeiaHy these ugles* Ihey look like walking roach- 
es, and tney are definitely a whole lot meaner tool Usually encountered working around 
alien structures, Ihey will attack win a nasty laser ptslol il disturbed 

Sai~ The mosl foul and evfl of all the EgyptBn gods. S«i wants nolhing more Ihan to 
sfovdy devout your soul Alter he smashes your body to a pulp, of course 






>V*'s • Tins ceiKMiic nightmare is a resul: cl alien geneti: experiments Ever the mosl 
exoerienced cl game player* will M in tor a surprise «fwi l»otT rg this beast 

AV*»?MfA*/wt • The final boss, leader ol the Klrmaai lews hue or Earth. Be afra d - M 
VERY afraid 

A VISITORS GUIDE TO THE XARNAK VALLEY 

The average gamer will find that Powerclave rs an easy game Is Isajrn a ji a difficult one to 
masle' Wluls mosl levels share common lealures. eacr oie fas Men careM,' built to 
convey a particular look or feel as the game unfolds ttfere yet. You will oliserve that 
some areas stress lumping, swimming w puzde-soNirr; Mile otters may test your skills 
as a pjre killlig machine No matter what situations yci -nay be up against, keep your 
wits about you and check out we nelpfu (ids tela.*/ 

1 1 The K Imaat have removed and modified many stresses. eevatO'S. pare's and doors. 
H it looks like your progress has reached ar fimss?. look (of switches aid keys to 
access tnese features 

2) During your |oumey, you will marry times Imd ar. iiem or place thai you cannoi reacn 
Don't worry, just remember where it was and come Da:* al a later lime, alte* you have 
aCQuireo an tern that will let you lump rrgtier, lev-tile or negoiiale perilous terrain 

3) Looking down (press and hold Button X and DOWN on me D-Pad) is always a great 
way to check your fooling, especially wtien faced wlh some a 1 the more daunting jumps 
you will come across 

•1) Don't forget lo use the strafe keys to sidestep in and out of passageways, liring and 
tnen ducking back into cover. 

5) The Karnak Valley Is full ol secrets Many interesting and useful items can De obtained 
if you expend a bil of effort to uncover some of ihern. The Arrun Bombs can open hidden 
caves and passageways trial contain many secrets. Be creative and thorough in your 
explorations After a whie the walls and hietogtyp'i'cs may begin lo look the same - 
don'l be footed' look for breaks in patterns, the ouf-ol-ptace panel, or simply trust your 
instincts - if something looks different, you jus! might be on to a secret' 
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